Y ou are about to embark on a new and exciting journey. One that will fill you 
with a sense of wonder and discovery. Light and sound will mix like a kaleidoscope to thrill 
you as never before. 


At Interplay, we believe that creating a new experience such as this requires more 
than just using the latest advances. Technology simply provides us with new tools to 
invent a product that is bigger, better and more exciting than anything we've ever 
done before. And the CD-ROM provides us with a larger canvas on which to create 
our vision. 


What makes this title unique is how we have used this new medium to develop an 
entertaining product. Our approach is similar to an integrated Hollywood studio where we 
combine the talents of many creative individuals. 


Writers who put thoughts into words. Artists who give words an image. 
Musicians who enhance the image with sound. And programmers who magically 
combine technology with art to make it all a reality. 


Our producers challenge all to create a product that will bring many hours of qualit 
entertainment. Every step of the way our: staff is totally dedicated to this goal. But all o 
these efforts wouldibg in vain if you should have a problem, however minor, with your 

urchase. Your satisfaction is very important and our customer service department is 
ere to help—so please put them to task. 


| nterplay is committed to providing you with the highest quality entertainment 
products in the market for your enjoyment. I'm very excited about the direction we're 
eading and I'd like to thank you for giving us this opportunity to share our vision. 


Brian Fargo 
Chief Executive Officer 


©1997 Gremlin Interactive Ltd. All rights reserved. Sandwarriors and Interplay are trademarks of Interplay Productions. All rights 
reserved. Interplay is the sole publisher and distributor. Licensed from and developed by Gremlin Interactive, Ltd. All rights reserved. 


All other trademarks are property of their respective owners. 
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tis a time of conflict. The critical 
eae is 6225 B.C. A Frenzied war 
rages on the planet Tawy. Two ancient 
Families vying For global supremacy. 
In a conflict that has spanned 
generations, the Fate of planet Tawy 
now rests with the Horus Empire of 
the south and the dark Empire of Set 
to the north. As a iow ranking Imperial 
pilot of House Horus, your life is 
dedicated to the utter annihilation 
of House Set. You are of the elite, the 
people of Osiris born For a purpose, 
to pilot the ancient SandShips of the 
Gods and bring glory and freedom to 
the Horus Empire. The war For the Sun 
Throne continues. 
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MINIMUM SPECS 

IBM or 100% compatible Pentium™ 75; 16 MB of RAM; 80 MB of hard drive space; Sound Blaster™ or 
100% compatible sound card; SVGA Video card with VFSA 2.0 support; Microsoft compatible mouse. 
Joystick recommended. 


TE cag hey FROM DOS 
Insert the SANDWARRIORS CD-ROM disk into your CD-ROM drive. 

3 Select the correct drive letter that your CD-ROM drive uses e.g. D: 

3. Type INSTALL at the prompt. The Install program will now execute. The Install program is made up 
of a number of separate menus each with selectable options. The current menu selection appears 
highlighted. You can move position by using a mouse if you have one installed, or you can use the 
cursor keys on the keypad. Clicking a mouse button or pressing ‘Enter’ selects an option. 

4. When you have installed the game and chosen your Sound Effects and Music cards, then select Exit 
from the menu, and select to Save the configuration from the menu. Your choices will be saved and 
used every time you play the game. 


PLAYING SANDWARRIORS 

Even though you execute the game from your hard drive, you must keep the CD-ROM in the drive at all 

times while playing SANDWARRIORS 

1. Make sure that the SANDWARRIORS CD-ROM is placed in your CD-ROM drive. 

2. Atthe DOS Prompt select the directory that you have installed SANDWARRIORS into e.g. 
CD\INTRPLAY\SW and type SW at the prompt. 


INSTALLING AND RUNNING SANDWARRIORS FROM 
WINDOWS® 95 
SANDWARRIORS will run from a PC running Microsoft Windows® 95. Install by double clicking on the 
INSTALL icon. Then follow the on-screen options. 
1. To run the game concurrently with Windows® 95 simply click the icon called SW_WIN95. 

It is a good idea to have as few applications running in the background as possible. 


Windows® is a registered trademark of Microsoft. 


Please see README. TXT file for any changes not contained in this manual. 


PREPARING FOR YOUR MISSION 

Main Menu 

After the introduction, you'll need to prepare to play Sandwarriors for the first 
time. Faced with the Main Menu, you will see a series of options; some of 
these may be darker as they are not available for selection yet; if it is the first 
time you are playing Sandwarriors, you will not be able to Save or Restore any 
games until you have completed a mission. At the top right of the menu 
screens, a small X within a box can be located; click on this to return to the 
previous menu when you have finished. 


Main Nenu 


Save Current Game 

£] To Save your progress, you must first complete a 
se mission. After the mission is complete, you will 
| enter the briefing room. Select Take Leave (see 
Briefing section). From the in-game Main Menu screen, highlight and select 
the Save Current Game option. Twelve game saves slots are available for 
1 saving completed missions, double click with the mouse pointer on a save 
slot to rename your saved information. Using the keyboard, enter a new name 
and press return to confirm. To save, click the mouse pointer on the ‘Save to 
Disk’ icon. Another icon will appear at its side; use this to cancel your save 
request. Click again on the ‘Save to Disk’ icon to save your progress so far. An 
audible ‘Beep’ should be heard when the save is completed. To continue 
playing Sandwarriors, close the window then highlight and select Start Mission, entering your next 
briefing. 


Save Current Game 


Rustore: Old Game 
Restore Old Game ni 
To load a mission, you must already have a game saved. Use the mouse 
pointer to highlight and select the Restore Old Game option, selecting your 
chosen saved game from the appropriate saved slot. To load, click using the 
mouse pointer on the ‘Load from Disk’ icon, another icon will appear at its 
side, select this to cancel your load request, click again on the ‘Load from Disk’ 
icon to load the mission reached. An audible ‘Beep’ should be heard if the 
loading was successful. The mission will automatically load and send the 
player to the Briefing Room after you have closed the window. 
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iif 7 a New Campaign 
Difficulty < E} To start a new campaign, select the New Campaign option. This 
will begin a New game. Before starting to play Sandwarriors you 
will have to select the difficulty level of your enemies. The 
| Difficulty level option screen is automatically displayed for you 
to choose from, RED skulls indicating level of difficulty selected, 
(1 being the easiest, 5 the most difficult). Use the mouse 
pointer to select the Eye of Horus flashing at the bottom of the 
screen to confirm your difficulty level and proceed with the 
game. 


Start Mission 

When you first load Sandwarriors, the Start Mission option is 
not selectable. You only use this option to start the next mission 
after saving. After selecting this option, you will enter the 
briefing room ready for your next briefing to take place. 


Resume Mission 

To use this option, you must first be in the game. If you need to 
UNERA AA make any minor adjustments to your Game Configurations, etc., 

press athe ESC’ n while playing to display the In-Game Main Menu screen. To re-enter your mission 

from the point which you left, you must highlight and select the Resume Mission option, and the mission 

will then resume automatically. 


Quit Mission 
To Quit the mission being played use the mouse pointer to highlight and select the Quit Mission option. 
This will return you directly to the Briefing Room. 


Game Configuration 

| From here you can configure all of your game options. To choose a method of control to control your ship 
in game, highlight and select one of the circles at the side of the required options; a green circle indicates 
the control method that will be used in-game. 

A To alter the setup of these options, you must use the mouse pointer to highlight one of these; when the 

| lettering changes to an orange color, click on the left mouse button to select it. 
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Mouse: The sensitivity of the mouse tracking can be altered from this window. Select this option and 
adjust the sensitivity between 1% and 100% (1% - Slow, 100% - Fast), your choice will be effective 
immediately. 


Joystick: If you want to use a Joystick to control your craft in-game, you must first 
calibrate it. Select whether your Joystick is Analogue or Digital using the mouse 
pointer to depress one of the menu boxes. Then highlight and select the Calibrate 
Joystick icon, and follow the series of on screen prompt messages. Your Joystick 
should now be set up to be used in-game. If you are having problems controlling 
your craft, press the ‘ESC’ key to access the In-Game Main Menu screen, and re- 
calibrate your joystick. If you have four buttons on your joystick, you can activate 
the multi-button support option. Click on the flashing red cross to remove the two 
button option, then click on one of the four red circular numbers in turn. Cycle through each available 
function until you are happy with your preferred choice of buttons. 


Sound: Within the sound menu you have two options, the top volume bar refers to the Background Music 
used on the menu screens and in-game, and the bottom volume bar refers to the Sound effects. To alter 
the volume up or down, use the arrows at either side of the volume bars. The volume ranges from 00 to 
100 (00 is OFF and 100 being maximum). 


Resolution: Select one of four screen modes to suit your computer's capability. Choose between low 
resolutions 320x200 and 640x480; and high resolutions 640x480+ and 800x600. If there is not enough 
memory available or VESA is not supported a message will inform you of the problem. 640x480+ mode 
had finer detail than 640x480 resolution. 


Visual Detail: This option screen includes five options with detail bars where you can increase or 
decrease the detail within the game. 


Depth: Describes the visual distance that the player an see. The higher the number, the farther the player 
can see. 


Sky: Toggles on/off the moving sky texture. 


Bitmaps: Sets the complexity of the bitmaps. The higher the number, the more complex/detailed the 
bitmaps. 


Complementaries: Toggles on/off the complementaries in the game. 


Radar Detail: Toggles on/off additional terrain detail used in the radar display. 
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View Configuration 

To view your configuration you must return to the Main Menu, where you can use the mouse pointer to 
highlight and select the View Configuration option. You can only alter the information on this screen from 
the Game Configuration menu. 


Help 

To help you complete your missions with ease, have a look at your Help menu. Within the Help Menu you 
will see five pages at the bottom of the screen. Clicking on each page will reveal all your default keyboard 
keys. At the top right of the menu screen, a small X within a box can be located; click on this to return to 
the previous Menu when you have finished. 


Credits 
If you want to see who made this game, click on the Credits Menu option. 


Quit Sandwarriors 
Use the mouse pointer to highlight and select this option to Quit Sandwarriors, returning you to the DOS 
prompt. 


BRIEFING ROOM 
When entering the Briefing room. Three options are displayed for 
you to select from; Take Leave, Next Brief and To Mission. 


O MISSION 


Take Leave 

When you have completed a mission, it is a good idea to save your 
progress. Select the Take Leave option to enter the Main Menu 
screen. From here, you can select the Save Current Game menu 
(see Save Current Game). 


Next Brief 
Before you start your mission, you will need to be briefed. Select the Next Brief option; the option board 


>) will change into a map pointing out key areas applicable to your mission. You must listen carefully as your 


Commander takes you through your objectives so you are able to complete your mission successfully. To 
skip the spoken brief left click with the mouse. Once your spoken brief is over you will be automatically 


> issued a written brief, outlining the mission. Click on either mouse button to confirm, returning you 


directly to the Briefing Room. 
OoG 


To Mission 

When you have understood all of your mission objectives, select the To Mission option. This will start the 
Current mission. Mission control will issue a short brief outlining key objectives that must be addressed 
to complete the mission successfully. Now you are ready to take control of your Advanced Vectoring Craft 
called the ‘Bug.’ Your call sign for all missions is ‘Hawk 1.’ Press the ‘O’ key to repeat the objectives at 
any time. 


CONTROLLING THE ‘BUG’ 

Sandwarriors is designed to use a combination of control methods. Keyboard only, Keyboard & Mouse, or 
Keyboard & Joystick. If you have a mouse connected, Sandwarriors will automatically detect and use it for 
the menu screens and for AVC steering and weapons control. 


Mouse Control: The default controls when using the mouse are: 


Steering: Move the mouse towards you to raise the nose or climb. Push the mouse forwards to lower the 
nose or dive. Left and right to bank left or right. 


Left Button: Fire lasers, rockets, and missiles dependent on which is selected. 


Right Button: Engages side thrusters. Press the button and move in directions that you would like your 
craft to thrust. 


Joystick Control: If you chose to use a Joystick you must first calibrate it (see Game Configuration, 
Joystick), when this has been done the default controls are as follows: 


Steering: To bank left or right, move the Joystick shaft left and right. Pull back on the shaft to climb and 
push forward to dive. 


Joystick Buttons: Fire lasers, rockets, missiles, dependent on which is selected. Some Joysticks may have 
extra buttons. You could use these to Accelerate or Decelerate. 


G 


QE 


GOP |= 


[=e 


2 02 


L=4EFE TS 02 KWMETGOPIHRMER 


(1) Weapon active/Ammo left, c2) Incoming Message Window, 


€3) Directional Indicator & Compass, €43 Incoming missile warning, 
C5) Altitude readout, C6) Sights (locked, target, missile direction), 


£7) Warning Indicator (Shield, Hull and Energy reserves below a quarter of Max.), 


(8) Speed readout (green forward, Red backwards), 
c9) Current Weapon/Ammo/Rockets, €10) Hull & Shield strength indicators, 
€11) Radar unit, C123 Energy Storage & Consumption indicator, 
€13) Setian identification symbol (red), €14) Horian identification symbol (blue), 
€15) Distance from destination 


(73 


(14) 


c2) 


(3) 


(8) 


(9) 


(12) 


Hud 
Information on the hud will keep you up to date with your position, height and speed. Your current 


weapon selection is indicated at the bottom of the hud; and the number at the side indicates how many 
ammo/rockets you have left of the selected weapon. Keep a Close eye on this as you dont want to be 
caught high and dry. The compass at the top of the hud indicates which direction you are travelling. To 
make use of the arrows at the side of the compass, you must first access the Map to set a navigation 


point, using the Cursor keys on the keyboard to place the cursor marker on the Map, when you then 


return to the cockpit view the Direction Indicators will direct you toward the cursors position. When you 
are on target the Direction Indicators will point in towards the compass, on reaching the cursor position 
the Direction Indicators will disappear. To target and destroy an enemy, centre the target within the sights 


and press the ‘T’ key on the keyboard this will lock on to the target enabling you to destroy it with a 


missile. There are two different types of locked craft and ship indicators a three triangle and a six triangle 


target. A three triangle target will lock onto crafts or vehicles, but not just enemy vehicles, a series of color 


variations indicate what has been targeted; Blue = Friend, Green = Civilian, Orange = Enemy, Red = 


Mission Objectives. A six triangle target will only appear when targeting a Capital Ship, the variations are 


the same except there’s no Yellow target. 


Setian In-Game symbols Horian In-Game symbols 


I Setian Carrier Setian Transporter Setian HQ s Horian Gunboat 
a | 


Horian Transporter 


Setian Hive @ Setian Battle-Pod 3 Setian Gunboat 


Radar Unit 


Your position on the Radar is indicated by a BLUE plus marker (+), this will always stay in the center of 
the radar. Color variations will indicate whether any objects approaching your position on the radar belong 
to the enemy, follow color guidelines for in the section Hud. The radar unit will also detemine whether the 


object is above or below your crafts present position, objects approaching above your present position will 


be indicated by a plus marker (+), objects approaching below will be indicated by a minus marker (-). 
Don’t always assume that minus markers are ground attack vehicles or ships, it could be an enemy craft 
approaching from below. Yellow plus (+) or minus (-) marker indicate incoming missiles, these cannot be 
targeted, therefore you must make on evasive maneuver, incoming missiles are also indicated on the Hud 


by a large RED missile this will flash until the missile is out of range or has been detonated. White 
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markers on the radar indicate Weapons Cubes and Energy Pods, pick these up to replenish your reserves. 


If you fly off the map parameters a white line will appear on the Radar Unit, this will indicate which 


direction you should be flying in to get back on the Map. Once you have re-entered the Map the white line 


will automatically disappear. The ‘R’ key toggles the Radar zoom facility (2 levels). 


THE MAP 


While you are in the ‘BUG’ press ‘M’ to access the map. The BLUE 
arrow on the map indicates your present position and direction, this is 
called the ‘Bug Direction Indicator’. Use the ‘Flight Path Cursor’ on the 
map to plot a course. To move the ‘Flight Path Cursor’ use the cursor 
keys. If the keyboard has been selected use shift and the cursor keys 
instead. The flashing arrows on the hud will guide you in the correct 
direction. Any RED flashing dots or RED buildings on the map indicate 
your objectives for the mission being played. You must destroy all of 
these to complete the mission. ORANGE dots indicate other enemy targets that do not need to be destroyed 


to complete the mission. BLUE and GREEN dots represent friends and civilians of Osiris respectively. 


Map Key 


ESS) 


EE 


Aerodrome Coo Fort 

Refinery HeFe Citadel 

Energy Plant Ac) Oil-Rig 

Factory KE] Research Center 


Underground Base aD Recharging Tunnel 
Enemy facility relevant to mission 


Flight Path Cursor 


ais! Residential area D Secondary Mover 


AMID City Center x Primary mover 


i Control Center ema Storage depot 
M, Temple A Port Facilities 
SD Monument E= “shies 


=|- Location relevant to mission 


a ‘Bug’ Direction Indicator 


Keyboard Shortcuts 


ENTER - Set speed to max. 

BACKSPACE - Safe speed 

0 - Zero speed 

+ - Increase speed 

- - Decrease speed 

] - Increase speed at high rate 

[ - Decrease speed at high rate 

A - Increase speed at high rate 

Z - Decrease speed at high rate 

TAB - Afterburner 

Q - ‘Sphinx’ Maneuver (reverse retros) 

L - Toggle main search lights ON/OFF 

T - Target craft (missiles) 

R - Radar Zoom facility (two modes) 

0 - Repeats mission objectives, in flight (audio) 
P - Pause Game 

C - Toggle cockpit (4 modes) 

ALT (+ Direction) - Engage auxiliary thrusters 
CTRL - Fire 


F1 - Front view (default) 

F2 - Left view (0,45,90,45) 

F3 - Right view (0,45,90,45) 

F4 - Rear view (through monitor) 

F5 - Look directly up (through monitor) 
F6 - Look directly down (through monitor) 
F7 - ‘Needle’ maneuver (ascend) 

F8 - ‘Needle’ maneuver (descend) 

F9 - ‘Dune Vulture’ maneuver 

F10 - ‘Jackal’ maneuver 

F11 - ‘Isis’ maneuver 

F12 - ‘Orion Corona’ maneuver 


~ - Sun Drop Flare 

1 - ‘Osiris Vizier chain gun 

2 - ‘Porphyr canister cannon 

3 - ‘Scarab’ laser cannon 

4 - ‘Delta’ plasma cannon 

5 - ‘Palermo Invader’ dumb missile 
6 - ‘Harakhy’ Heat-Seeking Falcon 
7 - ‘Rekhmire Pharaoh’ Cluster Missile 
8 - ‘Sirius Ra’ Cluster Bomb 

9 - ‘Orion’ Penetrator Bomb 

Space - Next weapon available 


CAMERA CONTROLS 

X - External view (elastic band) 

S - External view (use cursor keys to move camera view) 
Cursor up - Camera up 

Cursor down - Camera down 

Cursor left - Camera left 

Cursor right - Camera right 

*If you are using keyboard only, use the cursor key + the 
shift key to move the camera. 

Ins - Zoom-in Camera 

Del - Zoom-out Camera 


IN-FLIGHT MAP CONTROLS 

M - In-flight map Facility 

Flight Path Cursor up - Cursor up 

Flight Path Cursor down - Cursor down 

Flight Path Cursor left - Cursor left 

Flight Path Cursor right - Cursor right 

*If you are using keyboard only, use the cursor key + the 
shift key to move the map cursor. 

ESC - Access the In-game menu screen 
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LEVEL ONE ‘FLY BY’ GUIDE 


Faced with your first mission for House Horus you must fly to Gebel Hawara and Thebes to engage the 
Setian invasion force. There is a substantial force to be engaged including two Setian Capital Ships, one 
of which has already unloaded a deadly cargo of tanks soon to take up positions in the city. 


From the cockpit, you will see panels located to the bottom left and right of the Radar. The blue bar on the 
far right indicates your Hull strength, the bar to the left of that indicates your current shield strength, 
yellow = medium, red = low shields, and black = no shields. These will drain when you get hit by missiles 
or flak, but your shields do recharge themselves when there is enough energy in storage. On the bottom 
right of your Radar the energy bank and energy consumption indicator can be found. The energy banks 
can be recharged by picking up Energy Pods. The Message Window is located at the top middle of your 
cockpit, this informs you where you are on the map and of others messages relevant to your mission, 
including when your mission is complete. On either side of your Message Window, your weapon status is 
displayed. This shows your selected weapon and ammunition status, keep a close eye on this because you 
earn better weapons as you progress onto later missions. 


Press the ‘M’ key to activate the in-flight Map and find the Flight Path Cursor. This is the square object 
which you can move around by using the ‘Cursor’ keys. Place the Flight Path Cursor over a destination and 
press ‘M’ again to return to the cockpit view. You will see on the ‘Hud’ a flashing arrow at either side of the 
Compass, pointing in the direction that you have to turn, (e.g. < means bank left). When the arrows both 
flash, e.g. > < then you are travelling on the correct heading, according to the position of the Flight Path 
Cursor. The arrows disappear when you have reached the intended destination on the Map. 


You start your first mission at Abu Simbel, your home base. Depending on your selected control method, 
hit the accelerator, pull back, and fly to your first objective. Your enemies are indicated by red flashing 
objects on the Map. When you reach your objective using the.Map, destroy as many enemy craft and 
ground forces as possible until you receive a message from base saying ‘Mission Successful Hawk One 
Mother Bird is Smiling’. At this point your mission is complete, and you may return to base. 


F| Other items on the map may help you during the mission. Movers are teleportation devices that allow you 


to move great distances. If you have to use a Mover simply fly through the center where the light from the 


edges intersect. When you have successfully interacted with the Mover, a white flash will absorb the screen. 
The purpose of a Mover is to save you time in covering large or great distances on the Map, relocating you 
at another Mover. A Primary Mover takes you to and from sectors, the Secondary Movers teleport you 
within sectors. Power Dens supply energy to recharge your energy banks. If you have to use one of the 
Power Dens, it’s the same sort of procedure. You simply fly through the middle and a white flash will 
absorb the screen (if there is no white flash then it’s not a Recharging Tunnel). Power Dens are very useful 
when your craft's energy or shields are low, look for the Tunnels around Power Plants. 


During your mission you may have to pick up Energy Pods and Weapon 
Cubes. To do this fly through the item and it will automatically recharge your , 
crafts stores. You may also be rearmed by teleporting ammunition on board | 
when within range of an operational rearming platform. Ammunition can also “ 
be found inside underground bases (see map key). Thoroughly check all 
around the underground base as there maybe other rooms to explore. 


i 


Weapons Cube Energy Pod 


lf you are finding flying into the underground base a little tricky, then try the ‘Hawk’ maneuver. This 
maneuver is good for accessing the underground base because it descends your craft at a high rate. Using 
special maneuvers come at a price, they will drain your crafts energy reserves and fuel. To stop using the 
special maneuvers simply press the relevant F key. 


To target a craft or ground object press ‘T’. The object will stay targeted until you press ‘T’ again, if you go 
out of radar range, or if it’s destroyed. In the area that you target you will see a number beside it, that 
number shows what state the object you are attacking is in. Don’t forget when targeting a craft/vehicle 
that BLUE = Friend, GREEN = Civilian, ORANGE = Enemy and RED = Mission Objectives. If you have a 
Setian Transporter, Carrier, Hive, Battle Pod, Gunboat or Setian Headquarters within range, a symbol will 
appear in the bottom left or right of your screen above the In-Flight panels. These symbols indicate what 
type of enemy facility has been targeted and how much strength it has left. Two Horian symbols appear on 
later missions, one for a Transporter and the other one for a Gunboat. 


Symbols that are blue in color are of a friendly nature. When the incoming missile warning flashes, don’t 
panic too much, you're not totally defensive against the incoming missile. You have the reassurance of 
flares. By releasing these flares it should hopefully distract the incoming enemy missile and not hit you. If 
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you stray from the parameters of the Map a white line will appear on your cockpit Radar, along with two 
black lines which don’t move. Simply bank left or right to move the white line, so it’s in the middle of the 
two black lines. The white line will start flashing when you have done this. Keep the flashing white line in 
the middle of the two black lines and you will soon fly back on the Map (lines disappear when back on 
Map). After your mission is complete you will receive a message informing you of this. If the message is 
received from Abu Simbel you must land on one of the landing pads to finish your mission, (they are grey 
squares with a circle of red dots). If you started from in front of a Mover you must locate the same Mover 
and fly through it to finish your mission. The Flight Path Cursor will automatically go back to where you 
started from when you have successfully completed a mission. 


When you have successfully finished your mission a mission break-down screen will appear. This screen 
shows you what’s been destroyed, how many has been destroyed, points gained and your grand total, left 
click on the mouse button to continue. If you fail the mission but survive the attempt, you will be Court 
Marshalled forfeiting your score. 
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Customer Service: If you have any questions about this, or any other Interplay product, you can 
reach our Customer Service/Technical Support Group at: Interplay, 16815 Von Karman Avenue, Irvine, 
CA 92606 Attn: Customer Service. Customer Service is available 24 hours a day through our 
Automated Customer Service system, with a Customer Service representative available during normal 
business hours at (714) 553-6678. Our fax number is (714) 252-2820. Please have your system 
information available, or better yet, try to be at your computer. The more detailed information you can 
provide our support personnel, the better service we can provide you. 


Hintline: Hints are available for this and other Interplay games. You can reach our hintline at 1-900- 
370-PLAY (1-900-451-6869 in Canada). The charge for this service is $1.25 for the first minute and 
$.75 for each additional minute. For Canada, these charges will be in Canadian dollars, and are $1.25 
each minute. All hint questions must be directed to this “900” service. No hints will be given on our - 
Customer Service lines. You must have a touchtone phone to use this service. The hintline is open 24 
hours a day. All long distance charges are included in these prices. Callers under the age of 18 must 
get parental permission before calling the hintline. The hintline is only available in the U.S. and 
Canada. Charges subject to change without notice. 


If you have a modem, you can reach us at the following: 

The Interplay BBS: We have a 24-hour, 7-day a week multiline BBS available for customer 
questions, support and fixes. The number is 714-252-2822. Modem settings are 300-28.8k Baud, 
V.32bis, V.42bis, 8-N-1. You also may contact our BBS over the Internet. Telnet to bbs.interplay.com. 
This is a free service. (Excluding toll charges.) 


America Online: You can E-mail Interplay Customer Support at IPTECH. 


CompuServe: We are available for IBM and compatible on-line support. We are located in the Game 
Publishers B Forum, type GO GAMBPUB at any “!” prompt. Then select “Section 4” for Interplay 
Productions. You can leave technical support questions there. You can also download fixes and 
demos from Library 4 in GAMBPUB. The best place for game play hints about our games is in the 
GAMERS forum. If you are not already a CompuServe member, you can call CompuServe toll-free at 
1-800-524-3388 and ask Representative #354 for a free introductory membership and a $15 usage 
credit. For game play hints look in the Gamer’s Forum (GO GAMERS). Besides technical support for 
Interplay products, CompuServe offers many other services, including communications, reference 
libraries, hardware and software support, travel, games and much more. 


PRODIGY® Interactive Personal Service: You may send mail directly to us. Our ID is 
“PLAY99B” 


Internet: You can reach Interplay by sending Internet E-mail to “support @ interplay.com’”. Many 
Interplay demos and patches are available at Internet FTP sites. To visit our World Wide Web site, 
point your browser to: “http://www.interplay.com” or you may ftp to ftp.interplay.com. 


Interplay Limited 90-Day Warranty: Interplay warrants to the original purchaser of this 
Interplay Productions™ product that the compact disc or floppy disk(s) on which the software 
programs are recorded will be free from defects in material and workmanship for 90 days of original 
purchase. Interplay agrees to replace, free of charge, any product discovered to be defective within 
such period upon receipt at its factory service center of the product, postage paid, with proof of the 
date of purchase. This warranty is limited to the compact disc or floppy disk(s) containing the software 
program originally provided by Interplay and is not applicable to normal wear and tear. This shall be 
void if the defect has arisen through abuse, mistreatment, or neglect. Any implied warranties 
applicable to this product, including warranties of merchantability and fitness for a particular purpose 
are disclaimed. Interplay disclaims all responsibility for incidental or consequential damages. 


Some states do not allow imitations as to how long an implied warranty lasts and/or exclusions or 
limitations of incidental or consequential damages so the above limitations and/or exclusions or 
liability may not apply to you. This warranty gives you specific rights, and you may also have other 
rights which vary from state to state. 


Lifetime Warranty: If the compact disc or floppy disk(s) should fail after the original 90-day 
warranty period has expired, you may return the software program to Interplay at the address noted 
below with a check or money order for $5.00 (U.S. currency), which includes postage and handling, 
and Interplay will mail a replacement to you. To receive a replacement, you need to enclose the 
original defective compact disc or floppy disk(s) in protective packaging accompanied by: (1) a $5.00 
check or money order, (2) a brief statement describing the defect, and (3) your return address. If you 
have a problem with your software, you may wish to call us first at (714) 553-6678. If your compact 
disc is defective and a replacement is necessary, U.P.S. or registered mail is recommended for 
returns. Please send the defective disc(s) only (not the box) with a description of the problem and 
$5.00 to: Warranty Replacements, Interplay Productions, 16815 Von Karman Avenue, Irvine, CA 
92606. 


Copying Prohibited: This software product and the manual are copyrighted and all rights are 
reserved by Interplay Productions and are protected by the copyright laws that pertain to computer 
software. You may not copy the software except that you may make one copy of the software solely 
for backup or archival purposes. You may not loan, sell, rent, lease, give, sub license, or otherwise 
transfer the software (or any copy). You may not modify, adapt, translate, create derivative works, 
decompile, disassemble, or otherwise reverse engineer or derive source code from, all or any portion 
of the software or anything incorporated therein or permit or encourage any third party to do so. 


NOTICE: Interplay reserves the right to make modifications or improvements to the product 
described in this manual at any time and without notice. 


©1997 Gremlin Interactive Ltd. All rights reserved. Sandwarriors and Interplay are trademarks of Interplay Productions. All rights reserved. Interplay is the sole publisher 
and distributor. Licensed from and developed by Gremlin Interactive, Ltd. Windows®95 is a registered trademark of Microsoft Corporation. All rights reserved. Microsoft, 
Windows, and the Windows logo are registered trademarks of Microsoft Corporation. All rights reserved. All other trademarks are property of their respective owners. 
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elcome to the Interplay Web! As a company dedicated 

to providing innovative, high-quality interactive 
entertainment software, we are always striving to stay as 
close as possible to the leading edge of technology. This 
Web site is the latest example of our ongoing effort to 
provide a wealth of information and opportunities to you. 


s a company of fanatic gamers, we love the idea of 

gamers all over the world tapping into cyberspace to 
see, touch and feel our latest games. No hype, no marketing 
Campaign; just great games. To make it work, our goal is to 
keep this site fresh and new, to make it a place where you 
can tell US what you like about our games... and what you 
don’t like about them. So use the feedback options on these 
pages and sound Off. 


njoy your visit in our Web site, explore all the different 
areas we have to offer, and come back soon. Check us 
out in the weeks and months ahead; we will be introducing 
new and exciting areas for you to experience. 
Once again, welcome. 


Brian Fargo 
C.E.O. 


Visit Interplay’s 
Website 


Interplay’s World Wide Web site is an 
Internet service designed to give you 
the latest information about Interplay 
and our products. 


This site features our demos, 
upgrades, product information and 
ordering information. 


HOW TO GET THERE 
From your Internet account, point 
your favorite browser to: 


www.nterplay.com 
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